
Character Sheet 



] 



EIHehron 



Monk|Assassin 



Veiled Master 



26,000 



Character Name 

Shadar-kai 



Medium 



Level Class 
Female 



Paragon Path 
Lawful Good 



Epic Destiny 
The Raven Queen 



Total XP 



Race 



Size 



Age 



Gender Height 



Weight 



INITIATIVE 



Initiative B3 Gl 



Alignment 



DEFENSES 



DEX 1/2 LVL 



CONDITIONAL MODIFIERS 



SLUKt 



10+ armor; 
1/2 lvl abil class feat 



15 6 



o 



ENH 
1 



Deity 



MISC MISC 



Adventuring Company 



RPGA Number 



MOVEMENT 



BASE ARMOR ITEM 



CONDITIONAL BONUSES 



ABILITY SCORES 



SCORE ABILITY 

I 19 E SI 

I 22 E g 
I ^ W SSM 

i ii Eg 



ABIL MOD MOD^^/2 LVL 

^_ | 5 

4 



DEFENSE 1/2 LVL ABIL CLASS FEAT ENH MISC MISC 



20 



CONDITIONAL BONUSES 



6 


Speed (Squares) 


«iiii 


SPECIAL MOVEMENT 


SENSES 




Passive Insight 


10 + 






Passive Perception 10 + 





6 
-1 



11 
4 



DEFENSE 1/2 LVL ABIL CLASS FEAT ENH MISC MISC 

I I I — I — I 



SPECIAL SENSES 

Darkvision 



21 

CONDITIONAL BONUSES 



ATTACK WORKSPACE 



^^^[>EFENS^l/2^LABI^CLAS^FEAT^ENh^MIS^^MISC 

f » 1WJII IS I 2 I 2 | | | I n 



CONDITIONAL BONUSES 



ABILITY: Me | ee Basjc Attack _ Shadowr jf t B | ade S j ck | e +3 
ATT BONUS 1/2 LVL ABIL CLASS PROF FEAT ENH MISC 

G 10 m " 5 1 ° i i 2 1 i 3 1 i 

ability: Me | ee Basjc Attack _ shadow Master Ki Focused £ 

ATT BONUS 1/2 LVL ABIL CLASS PROF FEAT ENH MISC 

U 9 I 



MAX HP 



70 



HIT POINTS 



HEALING SURGES 

BLOODIED SURGE VALUE SURGES/ DAY 



35 



17 



10 



ACTION POINTS 


a 


Action Points 


MILESTONES ACTION POINTS 

0 1 

1 2 

2 3 



12 LVL ABIL CLASS PROF FEAT ENH MISC 



ADDITIONAL EFFECTS FOR SPENDING ACTION POINTS 



CURRENT HIT POINTS 


CURRENT SURGE USES 


SECOND WIND 1/ENCOUNTER 


USED \Z 


TEMPORARY HIT POINTS 



DEATH SAVING THROW FAILURES 



LT 



RACE FEATURES 



Shadow Jaunt - You have the shadow jaunt power 
Winterkin - +1 to Fortitude; +2 to death saving throws 
and against unconsciousness 
Shadow Origin - You have the shadow origin 



DAMAGE WORKSPACE 



ABILITY: Me | ee Basjc _ Shadowr jf t B | ade S j ck | e +3 
DAMAGE ABIL FEAT ENH MISC MISC 

| ld6+3 



ld6+2 



rjzrzi i i 

ability: Me | ee Basjc Attack _ shadow Master Ki Focused £ 

D AMAGE ABIL FEAT ENH MISC MISC 

■ol II I I 



SAVING THROW MODS +2 Racial bonus against the unconscious condition, 
+2 to all death saving throws 



RESISTANCES 



CURRENT CONDITIONS AND EFFECTS 



SKILLS 1 


BONUS 


SKILL NAME 




ABIL MOD 
+ 1/2 LVL 


TRND 

(+5) 


ARMOR 
PENALTY 


MISC 


1 13 1 


Acrobatics 


DEX 


QD 


m 


n/a 


2 


l 9 l 


Arcana 


INT 


0 


m 


n/a 


0 


1 5 1 


Athletics 


STR 


m 


H 


n/a 


0 


1 5 1 


Bluff 


CHA 


m 


m 


n/a 


0 


1 5 1 


Diplomacy 


CHA 


m 


m 


n/a 


0 


1 7 1 


Dungeoneering 


WIS 


□ 


m 


n/a 


0 


1 14 1 


Endurance 


CON 




lh 


n/a 


0 


1 7 1 


Heal 


WIS 


m 


B 


n/a 


0 


1 4 1 


History 


INT 


s 


H 


n/a 


0 


1 12 1 


Insight 


WIS 


m 


m 


n/a 


0 


1 5 1 


Intimidate 


CHA 


m 




n/a 


0 


1 7 1 


Nature 


WIS 


m 


m 


n/a 


0 


1 12 1 


Perception 


WIS 


m 


LH 


n/a 


0 


1 4 1 


Religion 


INT 


m 


m 


n/a 


0 


1 21 1 


Stealth 


DEX 




LH 


n/a 


5 


1 5 1 


Streetwise 


CHA 


m 


E 


n/a 


0 


1 11 1 


Thievery 


DEX 




H 


n/a 


0 



BASIC ATTACKS 


ATTACK 




DEFENSE 


WEAPON OR POWER 


DAMAGE 


10 


MS 


AC 


Shadowrift Blade Sickle +3 


ld6+3 


9 


VS 


AC 


Shadow Master Ki Focused S 


ld6+2 










5 


MS 


AC 


Unarmed (Melee) 


ld4 


11 


MS 


AC 


Unarmed (Range) 


ld4+6 



CLASS / PATH / DESTINY FEATURES 



Monastic Tradition (Hybrid) - Gain flurry of blows power f 



FEATS 



Iron Soul (Hybrid) - Gain Iron Soul Flurry of Blows 


Hybrid Talent - Gain a hybrid talent option for one of your 


Hybrid Monk Will 


hybrid class entries 


Assassin's Shroud (Hybrid) - Gain the assassin's shroud p< 


Assassin's Cloak - Make Stealth check to hide when you 


Hybrid Assassin Will 


turn invisible 


Guild Training (Hybrid) - Choose a training method. 


Lethal Shroud - Damage per invoked shroud increases to 


Bleak Disciple (Hybrid) - Gain con mod temporary hitp 


0/5/10 (by tier) + ld8 


Close the Veil - 1/Round: douse a nonmagical light source v 


Binding Initiate - Gain a binder warlock skill; gain 


Blindfold Action - Action point (melee or close weapon atta> 


proficiency with rods and wands; choose a binder pact boon, 


Veiled Strike - Gain the veiled strike power 


gain 1st at-will attack and utility powers 


Mark of Shadow - Remain hidden or invisible after missed 


attack; perform certain rituals 


Shade Heritage - +2 to Stealth; gain darkvision 5; replace 


shadow jaunt with shade step 


Drawn Shadows - While within 2 sq. of dim light or 


darkness, gain concealment 


LANGUAGES KNOWN 1»M 


Common, Draconic 
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POWER INDEX 



List your powers below. 
Check the box when the power is used. 
Clear the box when the power renews. 



MAGIC ITEM INDEX 



List your powers below. 
Check the box when the power is used. 
Clear the box when the power renews. 



AT-WILL POWERS 1 


j MAGIC ITEMS 


Bull Rush Attack 


WEAPON Shadowrjft g| ac j e Sjck | e +3 ( E ) 


Grab Attack 


WEAPON 


Opportunity Attack 


WEAPON 


Iron Soul Flurry of Blows 


WEAPON 


Lion's Den 


ARMOR r~ ~~ i 

Gloaming Cloth Armor (Basic Clothing) +1 (E) Q 


Assassin's Shroud 


ARMS |— | 


Inescapable Blade 


□ 




hands shadowdancer's Gloves (paragon tier) (E) 


ENCOUNTER POWERS 


Second Wind l~l 


HEAD 


Gloom Thief □ 


NECK |— | 


Frozen Moment 1 1 


RING 


Mind Shadows 


RING 


Shadow Link l~l 


WAIST |— | 


Shade Step □ 


Shadow Master Ki Focus +2 (Ki Focus) (E) 


Veiled Strike □ 


Khyber Shard of Life Drinking (heroic tier) 




□ 


DAILY POWERS 


Grave Spike □ 


□ 


Calm Before the Storm Q 


□ 


Wall of Shadows □ 


□ 


□ 


□ 


□ 


□ 




□ 


UTILITY POWERS 


Second Wind □ 


□ 


Silent Stalker 


□ 


Hidden Lore l~l 


□ 


Shrouding Gloom 1 1 


Daily Item Powers Per Day 


Enter the Crucible O 


Heroic (1-10) □ Milestone □/□/□/ C 


□ 


Paragon (11-20) Q □ Milestone □/□/□/□ 


□ 


Epic (21-30) □ □ □ Milestone □ /□/□/ C 




OTHER EQUIPMENT ( 


| RITUALS / ALCHEMY 




PERSONALITY TRAITS 



MANNERISMS AND APPEARANCE 



CHARACTER BACKGROUND 



Adventurer's Kit 



COMPANIONS AND ALLIES 



SESSION AND CAMPAIGN NOTES 



COINS AND OTHER WEALTH 



Money on hand: 5 pp; 85 gp 
Stored money: 0 gp 
Encumbrance: 40 / 110 
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CHARACTER NAME 

EIHehron 




Skills 






1 


13 


Acrobatics 


DEX 




9 


Arcana 


INT 


(Trained) 


5 


Athletics 


STR 




5 


Bluff 


CHA 




5 


Diplomacy 


CHA 




7 


Dungeoneering 


WIS 




14 


Endurance 


CON 


(Trained) 


7 


Heal 


WIS 




4 


History 


INT 




12 


Insight 


WIS 


(Trained) 


5 


Intimidate 


CHA 




7 


Nature 


WIS 




12 


Perception 


WIS 


(Trained) 


4 


Religion 


INT 




21 


Stealth 


DEX 


(Trained) 


5 


Streetwise 


CHA 




11 


Thievery 


DEX 




ADDITIONAL EFFECTS 



Action Point 



ADDITIONAL EFFECTS 



Blindfold Action: When you spend an action 
point to make a melee or close weapon attack, 
the first target you hit with that attack is also 
blinded until the end of your next turn. 



PLAY DATA 



I r &T ENCOUNTER SPECIAL 



Second Wind 



Standard 


1 




Personal 


ACTION 


<- 




RANGE 


■ AT-WILL 


Q ENCOUNTER 


■ DAILY 



Effect: You spend a healing surge and regain 17 
hit points. You gain a +2 bonus to all defenses 
until the start of your next turn. 



Bull Rush Attack 



Standard 
ACTION 



5 

ATTACK 



Fort 
DEFENSE 



Melee 1 
RANGE 



One creature 
TARGET 



Attack: Strength vs. Fortitude 

Hit: You can push the target 1 square and then 

shift 1 square into the space it left. 

Unarmed: +5 attack 



Effect: Gain a standard action this turn. 
Special: You are reset to one action point when 
you take an extended rest. You gain an action 
point each milestone. 

— i 



Grab Attack 



Standard 
ACTION 



5 

ATTACK 



vs Reflex 
DEFENSE 



Melee touch 
RANGE 



One creature that is no more thar 
TARGET 



Requirement: You must have a hand free. 
Attack: Strength vs. Reflex 
Hit: You grab the target until the end of your 
next turn. You can end the grab as a free action. 
Sustain Minor: The grab persists until the end 
of your next turn. 

Unarmed: +5 attack 



ADDITIONAL EFFECTS 



ADDITIONAL EFFECTS 



ADDITIONAL EFFECTS 



CLASS 



LEVEL 



UTILITY POWER 


3Pue 


IGE©NSi 





BOOK 
2 



CLASS 



AT-WILL POWER 



| LEVEL ~ I BOOK ~ 



CLASS 



AT-WILL POWER 



I LEVEL ~ I BOOK ~ 



Opportunity Attack 



Opportunity 
ACTION 



Melee 1 
RANGE 



Iron Soul Flurry of Blows 



Psionic 



No Action 
ACTION 



Melee 1 
RANGE 



Lion's Den 



1 



3 Full Discipline, Implement, Psionic 



Standard 
ACTION 



Melee touch 
RANGE 



ATTACK DEFENSE 



The triggering enemy 
TARGET 



ATTACK 



DEFENSE 



One creature 

TARGET 



14 vs Reflex 
ATTACK DEFENSE 



One creature 
TARGET 



Trigger: An enemy that you can see either 
leaves a square adjacent to you or uses a ranged 
or an area power while adjacent to you. 
Effect: You make a melee basic attack against 
the target. 



Trigger: You hit with an attack during your turn 
Effect: The target takes damage equal to 2 + 
your Constitution modifier (+4), and it cannot 
shift until the start of your next turn. If the target 
was not a target of the triggering attack, it also 
can't make opportunity attacks until the end of 
your turn. 

Special: You can use this power only once per 
round. 



Attack: Dexterity vs. Reflex 

Hit: ld6 + Dexterity modifier (+6) damage. Until the start of 
your next turn, as a free action, you can deal damage equal to 
your Constitution modifier (+4) to any enemy that enters a 
square adjacent to you. 

Level 21: 2d6 + Dexterity modifier (+6) damage. 
Movement Technique 
Move Action Personal 

Effect: You shift 1 square and gain a +1 power bonus to all 
defenses until the start of your next turn. 

Shadowrift Blade Sickle +3: +14 attack, ld6+9 damage 
Shadow Master Ki Focused Sickle +2: +13 attack, ld6+8 damage 
Shadow Master Ki Focus +2: +13 attack, ld6+8 damage 



ADDITIONAL EFFECTS 



ADDITIONAL EFFECTS 



ADDITIONAL EFFECTS 

+ ld6 to damage rolls when you hit an enemy you're hidden 
from. 



CLASS 



I LEVEL ~ I BOOK ~ 



CLA5S Monk 



I LEVEL I BOOK ~ 



cu * 5 Monk 



AT-WILL POWER ^M^^OM^&Dy- AT-WILL POWER 



I LEVEL 1 I BOOK ~ 



I ~ ' AT-WILL POWER TlXHOEO* ^&T>V 
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Assassin's Shroud 



Inescapable Blade 



Gloom Thief 



' Shadow 



Free 
ACTION 



10 <- 



ATTACK 



DEFENSE 



5 Shadow, Weapon 



Close burst 10 
RANGE 



Standard 
ACTION 



One enemy you can see in burst 
TARGET 



16 
ATTACK 



AC 
DEFENSE 



3 Shadow, Weapon 



Melee weapon +2 reach 
RANGE 



Standard 
ACTION 



One creature 
TARGET 



16 
ATTACK 



AC 
DEFENSE 



Melee weapon 
RANGE 



One creature 
TARGET 



Effect: You subject the target to your shroud. If any of your shrouds are 
already on the target, you subject it to an additional shroud, up to a 
maximum of four. The shrouds last until you use this power against a 
different enemy or until the end of the encounter. 

Before you make an attack roll against the target, you choose to invoke 
either all your shrouds on it or none of them. If you invoke your shrouds, the 
attack deals ld6 damage per shroud, minus one shroud if the attack misses, 
and all your shrouds then vanish from the target. This damage roll never 
benefits from bonuses to damage rolls, and is in addition to the attack's 
damage, if any. 

Level 11: ld6 + 3 damage per shroud. 

Level 21: ld6 + 6 damage per shroud. 
Special: You can use this power only on your turn and only once per turn. 
Lethal Shroud: Increase the damage per shroud to ld8/ld8+5/ld8+10 by 
tier. 



Attack: Dexterity vs. AC. The attack ignores 
cover and superior cover. 
Hit: 1[W] damage. 

Level 21: 2[W] damage. 

Shadowrift Blade Sickle +3: +16 attack, ld6+3 
damage 

Shadow Master Ki Focused Sickle +2: +15 attack, 
ld6+2 damage 



Attack: Dexterity vs. AC 
Hit: 2[W] + Dexterity modifier (+6) damage. 
Until the end of your next turn, you are invisible 
while within 2 squares of the target. 

Shadowrift Blade Sickle +3: +16 attack, 2d6+9 
damage 

Shadow Master Ki Focused Sickle +2: +15 attack, 
2d6+8 damage 



ADDITIONAL EFFECTS 



ADDITIONAL EFFECTS 

+ ld6 to damage rolls when you hit an enemy you're hidden 
from. 



ADDITIONAL EFFECTS 

+ ld6 to damage rolls when you hit an enemy you're hidden 
from. 




Level h Ibook _ 

| 1 | Dragon 379 



Dragon 379 



Assassin 



AT-WILL POWER 



Assassin 




Frozen Moment 



Standard 
ACTION 



14 vs Fort 
ATTACK DEFENSE 



Melee touch 
RANGE 



One creature 
TARGET 



Mind Shadows 



Shadow Link 



5 Arcane, Implement, Psychic, Shadow 



Standard 
ACTION 



B| io B 



8 vs Will 
ATTACK DEFENSE 



Ranged 10 
RANGE 



One creature 
TARGET 



' Shadow, Weapon 



Standard 
ACTION 



16 vs AC 
ATTACK DEFENSE 



Melee weapon 
RANGE 



Your assassin's shroud target 
TARGET 



Attack: Dexterity vs. Fortitude 

Hit: 2d6 + Dexterity modifier (+6) cold damage, and the 

target is immobilized until the end of your next turn. 

Movement Technique 

Move Action Personal 

Effect: Until the start of your next turn, you are 

immobilized and gain resistance to all damage equal to 3 

+ your Strength modifier (+0). 

Shadowrift Blade Sickle +3: +14 attack, 2d6+9 damage 
Shadow Master Ki Focused Sickle +2: +13 attack, 2d6+8 
damage 

Shadow Master Ki Focus +2: +13 attack, 2d6+8 damage 



Attack: Charisma vs. Will 

Hit: ldlO + Charisma modifier (+0) psychic damage. Until 
the end of your next turn, the target cannot see any of 
your allies who are 3 or more squares away from it. 

Level 21: 2dl0 + Charisma modifier (+0) psychic 
damage. 

Shadowrift Blade Sickle +3: +8 attack, ldlO+3 damage 
Shadow Master Ki Focused Sickle +2: +7 attack, Id 10+2 
damage 

Shadow Master Ki Focus +2: +7 attack, ldlO+2 damage 



Attack: Dexterity vs. AC 

Hit: 2[W] + Dexterity modifier (+6) damage. Until 
the end of your next turn, you can use your assassin's 
shroud against the target whenever you are hit. 
Bleak Disciple: You gain temporary hit points equal 
to your Constitution modifier (+4) when the attack 
hits. 

Shadowrift Blade Sickle +3: +16 attack, 2d6+9 
damage 

Shadow Master Ki Focused Sickle +2: +15 attack, 2d6 
+8 damage 



ADDITIONAL EFFECTS 



ADDITIONAL EFFECTS 



ADDITIONAL EFFECTS 



+ ld6 to damage rolls when you hit an enemy you're hidden 
from. 



+ ld6 to damage rolls when you hit an enemy you're hidden 
from. 



+ld6 to damage rolls when you hit an enemy you're hidden 
from. 



CLASS Monk 



j LEVEL 3 |BOOK 



CLA5S Warlock 



ENCOUNTER POWER 



ENCOUNTER POWER 



j LEVEL |BOOK ~ 



cusss Assassin j level -j \*™ Dragon S 79 



ENCOUNTER POWER 



Shade Step 



3 Teleportation 



Move 
ACTION 



Personal 
RANGE 



Veiled Strike 



5 Shadow, Weapon, Zone 



Standard 
ACTION 



4 



Melee weapon 
RANGE 



Grave Spike 



' Shadow, Weapon 



Standard 
ACTION 



Melee weapon 
RANGE 



ATTACK DEFENSE 



TARGET 



16 vs AC 
ATTACK DEFENSE 



One creature 
TARGET 



16 vs AC 
ATTACK DEFENSE 



One creature 
TARGET 



Effect: You teleport up to 5 squares. If you are 
within 10 squares of a square of darkness or that 
is dimly lit, you can instead teleport to that 
square. 



Attack: Strength or Dexterity vs. AC 
Hit: 2[W] + Strength or Dexterity modifier damage. 
Effect: You create a zone in a close burst 2 that 
lasts until the end of your next turn. For all 
creatures except you, the zone blocks line of sight 
and is totally obscured. 

Shadowrift Blade Sickle +3: +16 attack, 2d6+9 
damage 

Shadow Master Ki Focused Sickle +2: +15 attack, 
2d6+8 damage 



Attack: Dexterity vs. AC 
Hit: 2[W] + Dexterity modifier (+6) damage, and 
ongoing 5 damage (save ends). Whenever the target 
takes this ongoing damage, the target falls prone. 
Miss: Half damage. 

Effect: Until the end of the encounter, you gain a +2 
power bonus to attack rolls against the target while your 
shrouds are on it. 

Shadowrift Blade Sickle +3: +16 attack, 2d6+9 damage 
Shadow Master Ki Focused Sickle +2: +15 attack, 2d6 
+8 damage 



ADDITIONAL EFFECTS 



ADDITIONAL EFFECTS 



ADDITIONAL EFFECTS 



+ ld6 to damage rolls when you hit an enemy you're hidden 
from. 



+ ld6 to damage rolls when you hit an enemy you're hidden 
from. 



v Dragon 391 



ENCOUNTER POWER 



3 Veiled Master 



ENCOUNTER POWER 



j LEVEL ~ |BOOK p ^T 



3 Assassin 



j LEVEL ^ \*™ Drag0n379 



DUNGEONS^ 
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Calm Before the Storm 



Wall of Shadows 



Second Wind 



5 Implement, Psionic, Stance 



Standard 
ACTION 



14 
ATTACK 



Fort 
DEFENSE 



Melee touch 
RANGE 



Standard 
ACTION 



W 10 *y 



One creature 
TARGET 



ATTACK 



DEFENSE 



Area wall 5 within 10 squares 
RANGE 



Standard 
ACTION 



Personal 
RANGE 



D ENCOUNTER 



TARGET 



Attack: Dexterity vs. Fortitude 

Hit: 2d6 + Dexterity modifier (+6) damage. 

Miss: Half damage. 

Effect: You enter the calm before the storm stance. 
Until the stance ends, you are slowed, and you can use 
the secondary power at will. 

Shadowrift Blade Sickle +3: +14 attack, 2d6+9 damage 
Shadow Master Ki Focused Sickle +2: +13 attack, 2d6 
+8 damage 

Shadow Master Ki Focus +2: +13 attack, 2d6+8 
damage 



Effect: You conjure a wall of darkness that lasts 
until the end of your next turn. The wall can be 
up to 2 squares high, and it blocks line of sight 
for creatures other than you. Any creature that 
enters the wall or starts its turn there takes ld6 
+ your Dexterity modifier (+6) cold damage. If 
you are in the wall or adjacent to it, you can use 
a move action to teleport to another square in 
the wall or adjacent to it. 
Sustain Minor: The wall persists. 



Effect: Spend a healing surge and gain a +2 
bonus to all defenses until the start of your next 
turn. 



ADDITIONAL EFFECTS 

+ ld6 to damage rolls when you hit an enemy you're hidden 
from. 



ADDITIONAL EFFECTS 



ADDITIONAL EFFECTS 



' Monk 



DAILY POWER 




Assassin 



DAILY POWER 



I LEVEL g [Fc 



1 Dragon 379 



UTILITY POWER 



Silent Stalker 


Hidden Lore 


Shrouding Gloom 


KEYWORDS .„_,_., USED 

Martial 


KEYWORDS . , USED 

Arcane, Shadow 


KEYWORDS USED 


Move 






Personal 


Free 


+ >f 


Personal 


Minor 






Personal 


ACTION 






RANGE 


ACTION 


<► 


RANGE 


ACTION 


<- 




RANGE 


IE AT-WILL 


■ ENCOUNTER 


■ DAILY 


|| AT-WILL II □ ENCOUNTER 


■ DAILY 


■ AT-WILL 


H ENCOUNTER 


■ DAILY 


Requirement: You must be hidden. 

Effect: You move up to your speed to a square 

within 2 squares of an enemy. You remain hidden 

until the end of this turn or until you make an 

attack. 


Trigger: You reduce a creature to 0 hit points, or 
an enemy adjacent to you drops to 0 hit points. 
Effect: You become invisible until the end of 
your next turn. 

Special: You can use this power only once per 
round. 


Requirement: You must have cover or 
concealment. 

Effect: You make a Stealth check. 
Prerequisite: You must be trained in Stealth. 


ADDITIONAL EFFECTS 


ADDITIONAL EFFECTS 


ADDITIONAL EFFECTS 


Assassin ^ 2 


BOOK pEH0S 


CLASS ... - - LEVEL 

Warlock 


B00K PEHOS 


Stealth LEVEL 6 


BOOK 



UTILITY POWER 



UTILITY POWER 



1 UTILITY POWER 



Enter the Crucible 



Minor 
ACTION 



■I ■ 



Personal 
RANGE 



ENCOUNTER 



Shadowrift Blade Sickle +3 



_L_ 



□ DAILY 



ld6 

DAMAGE PROFICIENT 

+3 attack rolls and damage rolls 

ENHANCEMENT 



Light Blade 

GROUP RANGE 

12 +ld6 damage per plu; 

LEVEL CRITICAL 



Shadow Master Ki Focus +2 



Requirement: You must have at least one 
healing surge remaining. 

Effect: You lose a healing surge. Until the end of 
the encounter, you cannot be weakened, and you 
gain resist 10 to all damage. 
Prerequisite: You must be trained in Endurance. 



ADDITIONAL EFFECTS 



PROPERTIES 

Off-hand 



Melee Basic Attack: +10 attack, ld6+3 damage 



+2d8 necrotic damage 

CRITICAL 



□ AT-WILL 



ENCOUNTER 



DAMAGE PROFICIENT 

+2 attack rolls and damage rolls 

ENHANCEMENT 

PROPERTIES 

When you use this ki focus to make an implement 
attack or a weapon attack against an enemy from 
which you are hidden, that enemy takes 5 extra 
necrotic damage from the attack. An enemy can 
take this extra damage only once per round. 



ENCOUNTER 



Rarity: Uncommon 

Power (At-Will • Teleportation): Free. 
Trigger: You hit an enemy that is granting you 
combat advantage. Effect: You take 5 damage 
and teleport 2 squares. 



Requirement: Must be able to use Ki Focuses as 
an implement. 
Rarity: Uncommon 



' Endurance 



UTILITY POWER 



1 Off-hand 



MAGIC WEAPON 



WEIGHT - PRICE . 



Ki Focus 



AGIC WEAPON 
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Shadowdancer's Gloves (paragon tier) ^1 Khyber Shard of Life Drinking (heroic ti 



AC BONUS CHECK 



ENHANCEMENT 



11 
LEVEL 



QUANTITY 



Hands Slot Item 

TYPE 



When you hit an enemy you're hidden from, you 
deal ld6 extra damage. 



ENCOUNTER 



ENHANCEMENT 



D QUANTITY 

Dragonshard Augment 

TYPE 



Gloaming Cloth Armor (Basic Clothing) 



Rarity: Uncommon 



ITEMSL0T Hands I weight Q 




ENCOUNTER Q DAILY 



AC BONUS CHECK 
+ 1 AC 
ENHANCEMENT 



■ 

CHECK SPEED QUANTITY 

Armor 
TYPE 



5 

LEVEL 



You gain an item bonus to Stealth checks equal 
to the armor's enhancement bonus. 



D ENCOUNTER 



Rarity: Uncommon 

Power (Daily • Healing): Free Action. Trigger: 
You bloody an enemy with an attack that uses 
the augmented weapon. Effect: You regain 10 hit 
points. 



Rarity: Rare 

Power (Encounter * Illusion): Standard 
Action. Effect: You become invisible until you 
attack or until the end of the encounter. You can 
end this effect as a minor action. 



ITEM SLOT WEIGHT q I PRICE 34QQ 




ITEM SL0T B0dy j WEIGHT 4 jPRICE ^ |BOOK ^ 



MAGIC ITEM 



MAGIC ITEM 



MAGIC ITEM 




Shadowdancer's Garb 



The clothing that makes up the Shadowdancer's 
Garb is elegant and well crafted, but also stern 
and forbidding. While you wear these items, 
you're cloaked in silence and shadow. Even in 
bright daylight, your features are obscured, and 
the shadows cast by your body seem to exude 
tendrils of darkness. 

The items of the Shadowdancer's Garb are most 
useful for rogues, but the set appeals to any 
character who understands the benefits of 
stealth. 



2: You gain an item bonus to Athletics, 
Stealth, and Thievery checks equal to 
the number of items you have from 
this set. 

4: At the start of each encounter, if 
you aren't surprised, you have 
concealment until the end of your first 
turn. 
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